


















 タイムライン （重要な日本製の家庭用ゲーム機、携帯型ゲーム機） 
 
1983 年 任天堂ファミリーコンピュータ 
1988 年 セガメガドライブ 
1994 年 ソニープレイステーション 
1996 年 Nintendo 64 
1998 年 セガドリームキャスト 
2004 年 ニンテンドーDS 
2006 年 任天堂 Wii 
2012 年 任天堂 Wii U 
2013 年 ソニープレイステーション４ 
 























































































                                                
3 “War was kind of the great canvas so to speak, kind of, you know, kind of containing all these sort of 
major themes of our time, you know, that it’s dehumanizing, it’s brutalizing, it’s hell.” DP/30: The Hurt 
Locker, director Kathryn Bigelow, 3:14~3:31 (https://www.youtube.com/watch?v=rcMVGQphEw8) 



















                                                
5 “In Domestic Tension, Iraqi American Wafaa Bilal locked himself in a gallery for a month in 2007 to be 
bombarded with paintballs from a webcam-mounted gun operated by online players. (…) (He) saw an ABC 
interview with a soldier remote controlling a drone over Iraq and launching missiles while sitting at a 
computer in Colorado. Domestic Tension offers a face, body, and tangible way to engage the controversial 
issues of modern war technologies.” SCHRANK, Brian: Avant-garde Videogames: Playing with 






















                                                
6 “All that once was directly lived has become mere representation.” DEBORD, Guy: The Society of the 
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